aE : = 
WARRTASHIAR 


PICK A CARD, 
ANY CARD 


Part 2 By the Warmaster Players Society 
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‘This is the second part of our article on the use of cards to randomyise magic items and tactics in games of Warmaster: This 
is-a system based upon the Warhammer Player Society's own campaign system, and has been used succesfully in several 
events to date. Last month we presented the magic item deck, this month we complete the series with the tactics cards. 
Fall details on using these cards can be found in issue 7 of Fanatic magazine, so check there (or download the article from 
‘www warmaster.com) for more information 


Also, don’t forget that. the card missing from the deck and card back are presented here in true 
‘Warmaster scale, Alternatively you can use the cards presented on page one 


f 2) Seer 3 
BUSHWAC | RELUCTANT ‘TIRI MOUNT 
Cost: 440 potite ain a Cost 0 pois 
af tage Verte of roe tare i 
Finnie is ecmlletsdual | Visi aitGmckstaahr| | aiiheigilaces alin 
ir reer Rietenreopieraing| | ints patctaleete ot advance er wing» eles é 


(pucsue. as nota). Any unit 
accompanied by the character my 
advance as normal 


character, Does not apply unit 
part of brigade: 


CAL BEA! 


/ INJURED MOUN’ J NOUS BEAST 


I MA 


He? cee saeatho sane } cont: dOpoiats ] Cont: ADipoints 
a ile posed cant (Bagot ede tae Pas eileen 
[Fike moune san ext apels pera) | | Meune he atselstoicetotte: | / Vine pease wil nor pursue or 


advance, But renin to eat ts lls 
The anit may pursueiadvance ad. 
normal : 


|Vsimard but ata 4 to the easing 
J value required Spells) normally 
| requiring # 6+ to eait cannot be by. 
| the magical Beast 
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WEAKLING 


‘Cost -30 points 


| Play on any uni 


[these weak troops have less hit per 
stand than ual No unit can ever 
Jinave tess than 2 ts per stand. 
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; 
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( 
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\ 
f 


‘Any Drive Back Fall moves the unit 
Howards the shooters, This may’ 
[being hem into combat This 
| counts ss an advance charge The ~ 
tunic is still confused on a coll of 
| and routed as normal. Troops 
| nocmally: never driven. back are 
| natecied 


NUFFIN 
SPECIAL! 


Cost: 0 points 


ay on any nit 


[No effect 


NAI 


Cost: +60 points 
| Play on Infantry oF Cava 


Vettes eng pa ohne 
(i Se ha 
fae cries ie 


WET STRINGS 
DAMP POWDER ji 
Cost: 0-points, ] 


| lay om any shooting un 


‘Allsbooring fom this usiexat-1¢9 
bic forthe entire game, 


SHARP 
SHOOTERS 


Cost: +15 points 


Play on, any, shooting, unit or | 
Arillery 


‘The unit gains +1000 the To Iticfoll 
when shooting Minimum coll af 
3+ tohie 


INSPIRATIONAL, 
ACTIC 


| day before the game. 


Your opponent may not play any 
| stacica cards this game, Magic inem 
‘ards are played as normal 


HANGE OF PLAN! 


Remove all Tates cards played on) 
enemy units not characters. and 
| return them to the deck The 
‘points values ate ignored but the 
cards count towards the total 
Jpnumber played 


HESITANT 


Cost: 25 points 
lay on Infantry of Cavalry 


[PThe vunie may “now puriue oF 
advance 
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{ i 
VALUABLE } 
ae | even 
‘Cost: 0 paints i Cost: 0 points Cost: -15 points 
1 0 a ona mou 1 8 i ori oun tay, 309, anuer mosned 
‘So valuable is this monster's hide you |/Use this card to negate any Tactic Lara ict 
fy Cin sleranage tems eas | | [card -tkcaby jplapes ow fhe.) | |'so teed comolu is melt 
‘after the game IK you can kill this |) character, “that it distracts its rider. The 
sean é | Characters ‘Command valve 
| | | [redoced! byt aad any spel 
1 | [ieempit are sho a= 
h | an) 
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@ DES aaa) i os Ty fi Sea 
; MATURE 
| 
j i i 
Cont 445 points Cost 140 points Cont: $0 points 
[fraromseptying darncermouns.| | [pay on any noah chars hay ay inner noun 
Foun igao in eaingst | | [it ‘comaaen the canny x | | | sonar mses 
| amc inount i sola can fal back | | | not cae lero 
2) | |eocms nd } 
~i, meee 
| 
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| TERRAIN j DENSE 
)B) IVE “ IDERGROWTH q ee 
‘Cost: +S0VPs 2 | Play face down on any wood | Play face down on any unoccupied | 
Peeeninccoatarl | [eres coe | | 
| from. any ‘togps and not in a” | wood, So denst'is the undergrowth © FReveated when a-unit moves onto: 
| deployment ares cris impassable. | here'thas wnod is impassable ro all the ‘ill; This hill 8 30. bare it 
toons 
| { } sont bo Seehdea ates iy 
[eg ee a Combat. Sill canis deended 
| the end of the game gains, er aaa 
| 
| | 
ii i, 2 


HAUNTED i 
‘TERRAIN 


Phy fe down bn any unoccupied 
‘errain feature 
I 


Db meyealed:when/a unit enters the 
| featte. ev spi inhabit sis place 
| any wai actly ste fearure sues 
[Jam ational 1. command it 7 


| 


EMPLACED 
GUNS 


Cost: #5 points 


Play on any arullery 


Unit counts af fortited and gains 
“+1 Attacks, Benefiis Josef the anit 


MAG 
CHARIOT 1 
oncefopots 


‘One use only 


play on any) -chasior mounted | 
character 


‘Any wizard. within! 20cm of the 
chariot may add + Lito the casting. 
rll of 3 spel 


EKY 
ELS 


Cost: 10-points 


[play on any. chariot mounted 
Preharacter 
Every (umm the character rolls dé 
‘on a roll of 1 ar the wheels fall 
off The character now countsas on 


Toot 


io 


LUMS 
RIDER 
Cost: 15 points 

Play on any monstrous mount oF 
¥ chariot mount. 
“The riders so inepethat any misies 
they make ip combat or from 
shooting are fe-rolled as anacks 
against theieown dase 


| lay om ani 
| the units rations have been spiked 
they st the game contsed. May 
‘not move an Turn 1 


Play O any tertain fearure after 
| polling for table edge and before 


ARRIVE EARLY 


‘Cost: OVPs: 


‘deployment, You may move any 1 


Aerrain piece that is not occupied 


bya unit; up to 20cm 


‘OHNO | 
YOU DON'T! i 


Play immediately ater an opponent | 
thas played a card to remove at | 
|. Neither card counts towards the | 
[xa mambee ears that may be 


played 


‘Cost: +10 points | 
Play on any character 


eee bap ers ed 
Fs ied Oyo wy 
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biyood. This wyod i an orchard, 
Counts as open train for command, 
and confers no defended status. Line 


f 

| 

Revealed, when a unit enters the | fi 
tagheisnereased to 10cm, } 
| 


‘No eftect 


wors | 

Gen YOU ARE HER 1 

hay Sc wn 0 ny woo Cost 0 points ,] Cost: $10 points 
|| | ay sce down on any unoccupied | 

Ur erie 2 | (dense vrai fesure, | 


Revealed when 4 unit enters the 
feature. The test unit entering this 
terrain does not suffer the 1 
Command for denie terrain. Add | 
this card wo the unit)” 


STUBBORN. 
LEADER 3 
Cost: +10 points 

Play on anyi character 
Fanyunie joined by this teader 
| subtracts eon from a, push” hack 
[distance in” combat (possthiy- 
making 4 defeat draw) and 
readuces drive backs by 1 dice 


MPETENT 
LEADER 


Cost: -10-points 


Play on any hero or wizard. 


‘Character blunders on roll of 11 
or 12 


CAVALRY 

COMMANDER 

Cost: +$:poims, 
Play om any here 
‘he thera addé “41 to’ command 
fonce per turn’ when ordering 
‘avaley or charts Galy, Bur always | 
suffers 2-4 to command monsters. 


YOU ARE HERE! 


Cost: +10 pointy ! 


[ ric dow on nocd | 
fem tert eae 


Teeter ice ca 
[remule tae cul creck 
Nera aeepecticaer ore a 

aciund fer eae ere Hd 
‘this card to the unit. 


AMILY TITLE 


Cost: 0 points 
| Play on a Genera 


FeinsiGeneral nic sro Has 
fo eect: 


WISE LEADEI 


Cost: +15 points 


The character may roll one extra | 


Fidice once per game to command or | 
[ast mapic and choose which one | 
0 discard, 


DEPT 


Cost: +15 points 
‘One use only 
* lay any cardece | 
| wizard may ade =) to caning rol 
‘A Runcsmuh adds 41 10 dispel 
tempt A non-wizaed may cast a 
Spell at +109 the easing value 


A 


LEGENDARY | 
LEADER 4 
Cont: 415 points 

Pay on any charter 


‘Declare before using. 


‘The Command sol foul is reduced ~ 
byt 


Oe use only | 


RASH AND 
IMPETUOUS 


f ‘Cost: -15/poimts 
Counts as 2 cards 


"Play on any hekb-oF wizard, 


“The characte mugtimove to fois 3 
‘combat if there ne within Siem 
of them 


Deas 
ANDER 


Cost:0 points 
‘Counts as 2 cards 


play on any character 
No effect. 


F Cost: +20 points 
Play onyany Hero except a 
Runesmith 
Charactet hak ant innate 5+ dispel 


ability that.can be used once pet 


% al 


AISED FROM 
THE RANI 


Cost:0 points 


Character is $1 (to command 
Infantry or Acailery once per turn, 

[ur always sutfers 1 co command 
cavalry and chariots 


‘CAVALRY 
COMMANDER 


Cost: +5 points 


Play op ani hero. 


Athe “here adds +110 command 
once per turn-when ordering 
‘cavalry oF charios only, but always 
sullers a -1 to command monsters 


ye 


1 
COUNCIL OF WAR 


Cost: +5 points | 


| Play on generat 

[immediately femove one Tae 
‘ard played an your army and draw 
another fram the deck 


6 » ) 
| 


DISLOYAL 


Gost: +15 points 


Play 08 any un. 


[thls unse ts of dubious toyaley 
F cannot be ordered. if more than 
20cm fom. the charaéter even if 
| part of a larger brigade 


BUSHWACKERS II 


Cost: #10 points 
Play of a0y une 

[tt puters no Command penalty for 
‘derance, fom adhe commanding 


‘character Does ner apply if unit path 
‘of brigade 


TRI 


IR HAPPY 


‘Cost: -15 points 
Play on any’ unit 

“Tbe unit mus fre ae the neazest 
sisible init, friend or foe in the 


Shooting phase. No further eileet 
alter fring.a the enemy 


i BLOOD LUST 


f Cost: +20 points 


Play of any, anit 


{Aon gains an addtional +1 tacks 
| per stand when pursing 5 


") We z > 
SUPER KEEN! caurious cuainep cuxs 

} Cost: 10/points | Cost: 20-points | Cost: $3'points 
| Play on anyunit 1 | [rayon anya Play ce dow om ay arillery 

‘The unit mui use tninitive to | | Unit aulfers the 1 ‘Command Revealed whew! unit ie atackee in 

charge, most pursueand advance at | | penalty for promimity to enemy combat the unit. counts a4 7 
posible ” ‘within 40cm no em. Does not defended. ee ot count for QD 

ect Undead shooting OF magic 


‘Cast: -15 points 


Play om any, unit 


“The unit counts all Command 
range penalties ‘as one greater 
upless part of albeigade, ef, -1 at 
(0-20em, 2a 20-40eim 


FATIGUE 


Cost: 15 points 
Phay on Cavalry ot Chariots 


[Remove one stand froat he Unie 
ic makes an advance move inthe 
Combat phase: 


} DRILLED 


Cost: +20 points 


Play on Infantry 
| Cait counts as defended for the Ist 

round of combat even if in the 
‘open. 


t Cost: 1S points 
| Pay om any 


distances 


Fumie atways ells once exira dice | 
J ihen vealeulauing” drive back 


VICIOU | 
FIGHTERS 4 
‘Cost: 425 points i 


Play on any unit 


‘nit aims +1 anaes per stand 9 
the Ist round ‘of each combat 
Inching advances 2 


TRAPS 


Cost: +40 points 
Play on Infgpuey de ruler, 


‘The unit has laid traps, every stand 
artackingthis unitin combat sutfers 
1 shooting attack with no save 
allowed. Any roll of 6 eo hic will 
‘result wn the whole attacking vnit 
Jevoming confused 


Cost: 45 points 
| Play on any‘urit 


‘The nie cannot be given 
‘when within 20cm of the 


bur may use Initiative. Does. act 
affect Undead. | 


‘ores 


encey 


LOYAL 


Cost: 420 points 
| Play on anyauni 


“The unie wll automaticly passe 
Ist order iron the General within. | 
20cm of thems. Count a Ist ordct 
{or subsequent Command rolls 


MONSTER 
AYERS 


Cost: +20 points 
|, Play on anyiinfantry or Cavalry 


nit gains +1 Anacks’ per’ stand 
‘when fighting monsters 


Cost: 420 points 
Play on ans, unit 


aie docs not sutter drive 


STALWART 


from shooting: Roll for confusion 


backs 


Cost: -t points 


Play on anyiunit | 


Je unit doesnot réceie’ the “+1 
‘Anacks for charging, Chaciows and 
Monsters sullreeeive the additional | 
a” | 


DISCIPLINED 


Genk fab tan FP 


Play on any unit, 


[‘fgnores -1 Command penalry for 
proximity enemy. 


